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Notice Re. 
N o n - A t a r 1 
Parts 


WARNING 

Use of non-Atari parts or modifications of 
any Atari game circuitry may adversely 
affect the safety of your game, and may 
cause injury to you and your players. 


You may void the game warranty (printed on the in- 
side back cover of this manual) if you do any of the 
following: 

• Substitute non-Atari parts in the game. 

• Modify or alter any circuits in the game by using kits 
or parts no? supplied by Atari Games Corporation. 

NOTE 

This equipment generates, uses, and can radiate radio 
frequency energy, and if not installed and used in ac- 
cordance with the instruction manual, may cause inter- 
ference to radio communications. It has been tested 
and found to comply with the limits for a Class A com- 
puting device pursuant to Subpart J of Part 15 of Fed- 
eral Communications Commission (FCC) Rules, which 
are designed to provide reasonable protection against 
such interference when operated in a commercial en- 
vironment. Operation of this equipment in a residential 
area or modification to this equipment is likely to 
cause interference, in which case the user, at his own 
expense, will be required to take whatever measures 
may be required to correct the interference. If you sus- 
pect interference from an Atari game at your location, 
check the following: 

• All ground wires in the game are properly connect- 
ed as shown in the game wiring diagram. 

• The power cord is properly plugged into a ground- 
ed three- wire outlet. 

• On games provided with an Electromagnetic Interfer- 
ence (EMI) ground plane, be sure that the game 
printed-circuit boards (PCBs) are properly installed on 
the EMI ground plane and that the end board is se- 
curely installed with all screws in place and tightened. 

If you are still unable to solve the interference prob- 
lem, please contact Customer Service at Atari Games 
Corporation. See the inside front cover of this manual 
for service in your area. 
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Safety Summary 


The following safety precautions apply to all game op- 
erators and service personnel. Specific warnings and 
cautions will be found in this manual whenever they 
apply. 

WARNING 

Properly Ground the Game. Players may receive an 
electrical shock if this game is not properly grounded! 
To avoid electrical shock, do not plug in the game un- 
til it has been inspected and properly grounded. This 
game should only be plugged into a grounded three- 
wire outlet. If you have only a two-wire outlet, we rec- 
ommend you hire a licensed electrician to install a 
three-wire grounded outlet. If the control panel is not 
properly grounded, players may receive an electrical 
shock! After servicing any part on 
the control panel, check that the 
grounding wire is firmly secured to 
the inside of the control panel. Af- 
ter you have checked this, lock up 
the game. 

AC Power Connection. Before 
you plug in the game, be sure that 
the game’s power supply can ac- 
cept the AC line voltage in your lo- 
cation. The line voltage require- 
ments are listed in the first chapter 
of this manual. 

Disconnect Power During Repairs. To avoid electri- 
cal shock, disconnect the game from the AC power 
before removing or repairing any part of the game. If 
you remove or repair the video display, be very careful 
to avoid electrical shock. High voltages continue to ex- 
ist even after power is disconnected in the display cir- 
cuitry and the cathode-ray tube (CRT). Do not touch 
the internal parts of the display with your hands or 
with metal objects! Always discharge the high voltage 
from the CRT before servicing it. Do this after you dis- 
connect it from the power source. First, attach one end 
of a large, well-insulated, 18-gauge jumper wire to 
ground. Then momentarily touch the* free end of the 
grounded jumper wire to the CRT anode by sliding the 
wire under the anode cap. Wait two minutes 2nd do 
this again. 

Use Only Atari Parts. To maintain the safety of your 
Atari game, use only Atari parts when you repair it. 
Using non-Atari parts or modifying the game circuitry 


may be dangerous, and could injure you and your 
players. 

Handle the CRT With Care. If you drop the CRT and 

it breaks, it may implode! Shattered glass from the 
implosion can fly six feet or more. 

Use the Proper Fuses. To avoid electrical shock, use 
replacement fuses which are specified in the parts list 
for this game. Replacement fuses must match those re- 
placed in fuse type, voltage rating, and current rating. 
In addition, the fuse cover must be in place during 
game operation. 

CAUTION 

Properly Attach All Connectors. Make sure that the 
connectors on each printed circuit board (PCB) are 
properly plugged in. The connectors 
are keyed to fit only one way. If they 
do not slip on easily, do not force 
them. If you reverse a connector, it 
may damage your game and void 
your warranty. 

Ensure the Proper AC Line Fre- 
quency. Video games manufactured 
for operation on 60 Hz line power 
(used in the United States) must not 
be operated in countries with 50 Hz 
line power (used in Europe). If a 60 
Hz machine operates on 50 Hz line 
power, the fluorescent line ballast transformer will 
overheat and cause a potential fire hazard. Check the 
product identification label on your machine for the 
line frequency required. 

ABOUT NOTES, CAUTIONS, AND 
WARNINGS 

In Atari publications, notes, cautions and warnings 
have the following meaning: 

NOTE — A highlighted piece of information. 

CAUTION — Equipment and/or parts can be damaged 
or destroyed if instructions are not followed. You will 
void the warranty on Atari printed-circuit boards, parts 
thereon, and video displays if equipment or parts are 
damaged or destroyed due to failure of following in- 
structions. 

WARNING — Players and/or technicians can be killed 
or injured if instructions are not followed. 
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CHAPTER 1 



How to Use This Manual 


T he Relief Pitcher™ con- 
version kit is a two- 
player game for a stan- 
dard upright cabinet. M> This 
manual provides information 
for installing, testing, and trou- 
bleshooting the Relief Pitcher™ conversion kit. 
IS Chapter 1 describes how to install the Relief 
Pitcher kit in your cabinet. This chapter also de- 
scribes game play. IS Chapter 2 contains self-test 
procedures and additional diagnostic tests. The 
self-test is important in the Relief Pitcher game. 


You can troubleshoot the PC 
boards, main circuits, and 
controls using the screens in 
the self-test. You should regu- 
larly test the boards and con- 
trols with the self-test to keep 
your game in peak condition and at top earn- 
ings. Chapter 3 contains troubleshooting and 
maintenance procedures for the controls. 
¥ Chapter 4 contains the kit parts list and parts 
illustrations. IS Chapter 5 contains the schemat- 
ics for the Relief Pitcher printed-circuit boards. 
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WARNING 

To avoid electrical shock, unplug the cabi- 
net while installing the kit. After installation, 
plug the game only into a grounded 3-wire 
outlet. 


Cabinet Equipment 
Requirements 

Table 1-1 lists the equipment required in the cabinet 
into which you are installing the Relief Pitcher kit. 


CAUTION 

Do not unplug or plug in the Relief Pitcher 
game printed-circuit board (PCB) edge 
connector while the power is on. You 
could seriously damage the PCB. 



1 Equipment 

Specification | 

Video Display 

Color RGB monitor 

Separate positive horizontal and 
vertical sync or negative composite 
sync 

Horizontal mounting 

Horizontal frequency: 15.750 KHz 
Vertical frequency: 60 Hz 

Video input: IV to 3V peak-to-peak 
positive polarity 

Control Pane! 

Metal only 

Speaker 

8Q, 10W 

Coin Counter 

+5 VDC or +12 VDC 

Power Cord 

Three-conductor with ground 

Power Supply 

+5 VDC ± 0.25V @ 3.0 amps 

+ 12 VDC @ 1.0 amp 

-5 VDC @ 1 .0 amp (optional) 

Table 1- 

1 Equipment Requirements 


Tools Required 

• Drill with a 1/2-inch and 5/1 6-inch drill bits 

• Phillips screwdriver 

• Flat-blade screwdriver 

• Socket wrench set and ratchet 

• 5/32" hex wrench 

• Wire cutters and strippers 

• Straight edge 

• Squeegee 

• X-ACTO™ knife 

• Insulated wire connectors (if you are installing a 
new JAMMA harness) 

• Carbon paper 

• Saber saw 


1 Part No. 

Description 

72-6608S 

#6 x 1/2 -Long, Type AB, Pan-Head, 
Cross-Recessed Screws (4) 

75-51 12B 

#10-24 x 3/4 -Long Black Carriage Bolts (12) 

038158-01 

Product I.D. Label 

039450-01 

FCC Compliance Label 

047205-01 

Attraction Shield 

047209-01 

Control Panel Cover 

049962-01 

Side Panel Decals (2) 

049963-01 

Attraction Panel Film 

049964-01 

Control Panel Decal 

049965-01 

Monitor Bezel with Graphics 

049967-01 

Sheet of Control-Panel Labels 

141026-001 

1/2-1. D. Ferrite Split Beads (4) 

160044-001 

Snap-Action Switch 

171099-001 

8-Position Black NO/NC Joystick Assem- 
bly with Gold-Plated Switch Contacts (2) 

171104-001 

Round Pushbutton Switch Assy, with Gold 
Contacts, in 3 Sections: Red, Yellow, and 
Green (2) 

175014-1040 

#10 Flat Washers (12) 

177026-0040 

#10-24 Zinc Nut/Washer Assemblies (12) 

178032-002 

#10 Wire & Cable Ties (2) 

178283-011 

“START” Indicator Plate 

178237-004 

White Start Button Assembly 

178265-001 

L-Style Nylon Standoffs (4) 

TM-376 

Relief Pitcher Universal Kit Installation In- 
structions (with control panel template) 

A04650 1-01 

JAMMA Harness Assembly (optional) 

A050247-01 

Relief Pitcher PC Board Set 

Packaging materials are not listed. All parts are a quantity of 1, except as 

noted in parentheses. 


Table 1 -2 Contents of Relief Pitcher Kit 
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NOTE 

For details on label place- 
ment, see Figure 4-2. 


Figure 1-1 Installed Kit Parts 


049965-01 

Bezel W/ 
Graphics 
178056-002 

1/2" W.x 1/16" T. 
Foam Tape 
(2 pieces, 

2" long) 


049964-01 

Control Panel 
Decal 
047209-01 
Control Panel 
Cover 


171104-001 

Gold Contact 
Pushbtn. Switch Assy. 

(2 places) 


049967-01 

Control Panel Label 


75-51 12B 

#10 Carriage Bolt 
(4 places ) 
175014-1040 
#10 Flat Washer 
(4 places) 
177010-240 
#10-24 Lock/Nut 
(4 places) 


049962-01 

Side Panel Decal 
(2 Places ) 


A050247-01 

Board Set Assy., 
consisting of: 
A049727-03 
Relief Pitcher 
Game PCB Assy. 
A0501 35-01 
Relief Pitcher Audio 
EPROM Assy. 
A050279-01 
60-Circuit PCB 
' Ribbon Assy. 
034536-12 
Foam Vibration 
Damper 
178265-001 
L-Style Nylon 
Standoff 
(4 Places) 

72-6608S 
#6 x 1/2" Pan- 
Hd. Screw 
(4 Places) 


_ 047205-01 

Attraction Shield 


049963-01 

Attraction Film 


171099-001 

8-Position Gold- 
Contact Joystick Assy. 

(2 places) 
75-51 12B 
#10 Carriage Bolt 

(8 places) _ 
175014-1040 
#10 Flat Washer 
(8 places) 
177010-240 
#10-24 Lock/Nut 
(8 places) 


178237-004 

White Button 
Assy. 

160044-001 

Snap- Action 
Switch 
178283-011 
START Indicator Plate 
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• File 

• Bandsaw 

• Tape or glue 

Inspecting the Kit 

Check to see that you have all the parts listed in the 
kit parts list in Table 1-2. If any part is missing or dam- 
aged, contact your distributor with the Relief Pitcher 
kit serial number, part number, and description of the 
missing or damaged parts, and date received. 

Preparing the Cabinet for the 
Kit Installation 


WARNING 

To avoid electrical shock, unplug the cabi- 
net while installing the kit. After installation, 
plug the game only into a grounded 3-wire 
outlet. 


Figure 1-1 shows almost all kit parts installed in a typi- 
cal cabinet. Use this illustration as a guide while you 
install the parts. 

1. Turn off power to the game, and unplug the power 

cord. 

2. Remove the following from the cabinet: 

• Existing PCBs 

• Game harness, if it is not Japan Amusement Ma- 
chinery Manufacturers Association (JAMMA)- 
compatible. Table 1-3 assumes you have an 
available game cabinet with a JAMMA harness 
installed in it. 

• Control panel decals, labels, and controls 

• Side decals, graphics, and adhesive. If the cabi- 
net sides are damaged, repair them before put- 
ting on the new decals. 

• Video display (monitor) shield, display bezel, at- 
traction shield, and marquee. 

3. Wipe down and vacuum the cabinet. Paint the cab- 
inet, if required. 

Assembling the Control Panel 

Parts Needed from this Kit 

To assemble the control panel, you need the control 
panel hole-cutting template, which is printed in Figure 


1-3. Cut out the template sheet from this manual. You 

will also need the following parts from the kit: 

• Clear cover for the control panel 

• Control-panel decal 

• Start button assembly, snap-action switch, and 
“START” indicator plate 

• Sheet of control-panel labels 

• Two joystick assemblies 

• Two pushbutton 3-color switches 

• Twelve #10-24 x long black carriage bolts, flat 
washers, and nut/washer assemblies — four for the 
corners of the control-panel cover and eight for the 
joysticks 

Installing the Parts 

1. Using carbon paper, transfer the steering control 
mounting pattern from the template to the control 
panel. Save the template. Also refer to Figure 1-2 or 
1-3 for the exact locations of all control-panel 
holes. 

2. Using a saber saw, carefully cut out the large hole 
for the joystick controls and the smaller hole for 
the start button. Deburr the sharp edges with a file. 

3. Lay the plastic cover over the top of the control 
panel and mark the outside shape of the panel on 
the plastic. Also mark the button holes as close as 
possible to the locations shown on the template. 

Lastly, mark the positions of the four holes that will 
be used for securing the cover to the control panel. 
These four holes can be placed anywhere near the 
corners — wherever space permits. 

4. Using a bandsaw, cut the control panel cover to its 
correct outside shape. 


WARNING 

Wear safety glasses when drilling the plas- 
tic control panel cover. Use care to avoid 
shattering or chipping the plastic . 


5. Tape or glue the template to the plastic cover. To 
start the saber saw cut, drill a 1/2 " hole inside the 
joystick holes and the start button hole. 

6. Saw out the large joystick holes and the start but- 
ton hole. 

7. Drill the four l A " holes that will be used to mount 
the cover to the control panel and the holes to 
mount the joystick controls and start button. 
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Solder Side 




Component Side 

Color 1 

Signal 

Pin 

Pin 

Signal 

Color 1 

Brown 

POWER GND 

A 

1 

POWER GND 

Brown 

Brown 2 

POWER GND 

B 

2 

POWER GND 

Brown 

Red 

+5V DC 

C 

3 

+5V DC 

Red 

Red 

+5V DC 

D 

4 

+5V DC 

Red 3 

Orange 4 

-5V 

E 

5 

-5V 

Orange 

Yellow 5 

+ 12V DC 

F 

6 

+ 12V DC 

Yellow 

— 

Key 

H 

7 

Key 

— 

Violet/White 6 

COIN CTR 2 

J 

8 

COIN CTR 1 

Violet/White 7 

— 

Not Used 

K 

9 

Not Used 

— 

White 

SPKR - 

L 

10 

SPKR + 

Brown 

— 

Not Used 

M 

11 

Not Used 

— 

Green 

VIDEO GREEN 

N 

12 

VIDEO RED 

Red 

Brown 

VIDEO NEG. SYNC 

P 

13 

VIDEO BLUE 

Blue 

— 

Not Used 

R 

14 

VIDEO GND 

Black 

— 

Not Used 

S 

15 

SELF-TEST 

White 8 

Orange 

RT COIN 

T 

16 

LT COIN 

Yellow 

— 

Not Used 

U 

17 

START 

White/Black 

Yellow/Brown 

RT PLYR UP 

V 

18 

LT PLYR UP 

White/Brown 

Yellow/Red 

RT PLYR DOWN 

w 

19 

LT PLYR DOWN 

White/Red 

Yellow/Orange 

RT PLYR LEFT 

X 

20 

LT PLYR LEFT 

White/Orange 

YellowA/Vhite 

RT PLYR RIGHT 

Y 

21 

LT PLYR RIGHT 

Yellow 

Yellow/Green 

SWING 

z 

22 

FAST BALL 

White/Green 

Yellow/Blue 

POWER SWING 

a 

23 

CURVE BALL 

White/Blue 

YeilowA/iolet 

BUNT 

b 

24 

SPECIAL PITCH 

WhiteA/iolet 

— 

Not Used 

c 

25 

Not Used 

— 

— 

Not Used 

d 

26 

Not Used 

— 

BlackAA/hite 

SWITCH GND 

e 

27 

SWITCH GND 

Black/White 

BlackA/Vhite 

SWITCH GND 

f 

28 

SWITCH GND 

Biack/White 


Footnotes 


1 The colors listed are for reference 
only. They are the colors used on the 
JAMMA harness available from Atari. 

2 Connect to the 5V GND (RTN) termi- 
nal on the power supply. However, if 
you have 12V GND, connect one of 

the wires at pin 1 , 2, A, or B to the 
12V GND terminal. 

2 Connect to the +5V terminal on the 
power supply. However, if your power 
supply has a + Sense terminal, con- 

nect to the + Sense. 

4 Connect to the -5V terminal of the 

power supply. If — 5V is not available, 

connect to the 12V GND or the 5V 


GND. NOTE: If you do not have or 
use -5V, the maximum power to the 
speaker will be reduced by half. 

^Connect to the +12V terminal of the 
power supply. If your coin counter(s) 

* require 12V, also connect to the + 
side of the coin counter(s). 

6 lf you want to install a second coin 
counter, connect this wire to one side 
of the right 12V coin counter. Then 
clip R26 on the game PCB. Note: Do 
not use 24V counters. Connect the + 
side to +5V or +12V on the power 
supply, as appropriate. 


^Connect this wire to one side of the 
left 12V coin counter. Note: Do not 
use 24V counters. Connect the + side 
to +5V or + 12V on the power supply, 
as appropriate. 

^Use this wire if you want an external 
self-test switch. However, the kit al- 
ready has a self-test switch on the 
game PCB. (If you connect an exter- 
nal self-test switch, turn off the switch 
on the PCB. Connect the wire to the 
N.O. terminal on the external self-test 
switch. Connect the common terminal 
of the switch to a GND wire.) 


Table I -3 JAMMA Pin and Wire Connections 
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8. To prevent injury, carefully deburr all the edges of 
the plastic cover. 

9. Install the control panel decal on the control panel. 
Use a sharp X-ACTO knife to trim the outside edge 
and to cut out the holes for the controls. 

10. Mount the two baseball batter decals on the control 
panel, around the joystick holes. Mount the circular 
decals around the three-button switch assemblies, 
and mount the two small instruction labels above 
the joysticks. Refer to Figure 4-2 for the correct 
placement of these decals. 

11. Install the cover on the control panel with the four 
3/4 "-long carriage bolts, washers, and locknuts. 

12. Install the joystick controls using the 3/4 "-long car- 
riage bolts and #10-24 nut/washer assemblies. 

13. Install the start button assembly and the indicator 
plate as shown in Figure 1-1. 

For maintenance and servicing information on the joy- 
stick control, refer to Chapter 3 of this manual. 


Connecting the JAMMA 
Harness 

1. If your game cabinet does not already have a JAM- 
MA harness, install a JAMMA harness in the cabinet 
(optional, Atari part no. A046501-01). 

2. Install one pair of square split beads on the har- 
ness that runs to the power supply, and the other 
to the harness the runs to the control panel. In 
both cases, make sure you move the split beads as 
close to the PCB edge connector as possible. Hold 
the beads on the harnesses with the two tie wraps 
included in the kit. 


CAUTION 

You must install the split beads on the 
JAMMA harness to meet FCC require- 
ments. 


3. Using Table 1-3 for wiring information, connect the 
JAMMA harness to existing component harnesses. 
Use crimp splices or butt soldering. 


NOTE 

The four holes in the corners are not 
shown in this illustration. Drill these 
holes wherever space permits. 



r®l 


Suggested distance from 
front of control panel. Check 
- that the joystick controls 
have sufficient clearance 
before cutting holes. 


Figure I -2 Locations of Control Panel Holes to be Drilled 
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WARNING 

Do not simply tie the wires together. If you 
do, you could cause intermittent prob- 
lems, loose connections, oxidation, or a 
fire. 


Connecting Power Wires 

1. Connect the wires on the JAMMA harness to the 
wires for the power supply; as shown in Table 1-3. 
The Relief Pitcher kit requires +5V and +12V. If-5V 
is available, it should be used, too. 

2. Tie off any other voltage wires on the power sup- 
ply besides +5V, -5V, and +12V. 

3. There is more than one wire for each voltage in 
the JAMMA harness. Use more than one wire for 
each voltage (connecting them as described in 
Table 1-3) so that the power wiring does not over- 
load and burn. 

Connecting Video Display Wires 


NOTE 

The JAMMA harness provides only nega- 
tive composite sync. If your video display 
requires separate positive sync, see 
Chapter 3 for alternative wiring. 


Connect the wires designated for the red, green and 
blue video guns along with the sync and ground 
wires, according to Table 1-3- 

Connecting Coin Door Wires 

1. Connect the wires on the JAMMA harness to the 
coin switches and meter according to Table 1-3- 

2. Connect one terminal of the door lamps to one of 
the GND wires. Connect the other terminal of the 
door lamps to the R wire supplying +5V. 


NOTE 

Do not use -5 V for the coin door lamps. 
The -5V is required for audio. * 


Some games have separate power supply outputs 
for the coin door lamps. If you choose to use these 
outputs, make sure you connect both terminals of 
each lamp to the terminals on the power supply. 


Connecting the Control Wires 

Connect the joysticks and switches to the JAMMA har- 
ness using crimp splices or butt soldering. Follow the 
wiring instructions in Table 1-3. 

Grounding the Cabinet 

Find the ground lead (green) of the 115V input power 
line. Connect this lead in daisy-chain fashion to a bare 
metal part of the coin door, the control panel, the vid- 
eo display, and the power supply. This AC ground 
must be of #18 AWG wire or larger. 


WARNING 

For the safety of players , you must con- 
nect the green ground wire as indicated 
above. 


Checking the JAMMA Connections 

Before plugging in the game PCB, turn on the power 
to the game, and check for +5V on pins 3, 4, C, and D 
of the JAMMA connector; +12V on pins F and 6; and 
-5V on pins E and 5. 

Check that the video display and the attraction lamp 
have power. Now turn off the power to the game. 

Installing a Baseball Card 
Dispenser 

To increase player appeal, this game is capable of ac- 
cepting an optional baseball card dispenser. The self- 
test software has a special screen for setting several 
options related to a card dispenser. 

Contact your distributor to purchase a baseball card 
dispenser. Using any secure connection method, con- 
nect JPL4 pin 3 (CCNTR-R on the Game PCB) to the 
ENABLE signal from the dispenser. Note: The NOTCH 
signal from the dispenser is not used and can be left 
unconnected. 

Connect the power and ground wires from the dis- 
penser to the power supply, using the dispenser manu- 
facturer's instructions. Refer to the supplement to this 
manual (CO-376-01) for more information. 

Installing the Relief Pitcher 
Board Set 

After you have checked the power on the JAMMA con- 
nector (above), install the Relief Pitcher board set in 
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the cabinet. Follow these steps and referring to Figure 
4-4: 

1. Use the nylon standoffs and four #6 x X A" long 
screws in the kit. 

2. Connect the JAMMA connector to the game PCB. 

3. Secure the JAMMA harness away from the PCB 
with cable ties. 

4. Turn on the power to the game. Check that the 
game PCBs function. If a video picture is not pre- 
sent, see Chapter 3. 

Installing the Bezel, Decals, 
Labels, and Attraction 
Assembly 

The bezel, decals, labels, and attraction assembly are 
shown assembled in a cabinet in Figure 1-1. 

Installing the Display Bezel 

Find the cardboard display bezel in the kit. 

This bezel can accommodate both 19-inch 
and 25-inch video displays. Follow the in- 
structions on the back of the bezel, and cut 
the hole and outside edges as required. 

Installing the Product ID and 
FCC Label 

Place the product ID label (part no. 038158- 
01) and FCC compliance label (part no. 
039450-01) on the back of the cabinet. 

Installing the Side Panel 
Decals 

Find the side panel decals in the kit. Wet the left and 
right side panels of the cabinet with slightly soapy wa- 
ter. Then position the decals as shown in Figure 1-1. 
Remove any wrinkles in the artwork using a squeegee. 
Allow the sides to dry. 

Installing the Attraction Assembly 

Find the Relief Pitcher attraction shield and the attrac- 
tion panel film in the kit. Using the existing shield as a 
template, cut the shield and film to size, if necessary. 
Install them on the cabinet as shown in Figure 1-1. 


Setting the Coin and Game 
Options 

Set the coin and game options in the self-test. See 
Chapter 2 for information about the option settings. 

Maximizing Earnings 

For maximum earnings, regularly maintain your Relief 
Pitcher game following the instructions in Table 3-1, in 
Chapter 3. 

When you set up the game and when you collect 
money, perform the automated self-test and check the 
controls with the Controls Test in the self-test. 

You should read Chapter 2, Self-Test, for information 
on the game options, statistics, regional settings, and 
coin options so you can effectively use the available 
options. Evaluate the game data by using the statistics 
and histograms screens, and make adjust- 
ments on the game options screen. 

The key to maximizing earnings is striking a 
midpoint on game times. Game times must 
be short enough so that the player turnover 
is high. Conversely, game times must be 
long enough to give players a good value 
and ensure repeat play Repeat play is cm- 
cial to longevity The Relief Pitcher software 
gives the operator the flexibility to tune 
game difficulty and enough statistics to in- 
telligently make adjustments. 

One of the first settings you should make is 
the regional setting. To encourage regional 
rivalries, in the self-test select a popular city 
for each of the four Relief Pitcher teams. 
This game has 32 cities and regions to 
choose from. 

If collections seem low or are dropping off, check all 
player controls and coin mechanisms for proper opera- 
tion. 

If earnings seem low, the game is technically sound, 
and the average game time per quarter is under 150 
seconds, try changing the game difficulty option to an 
easier setting. The change will give players more game 
time for their money. 

If the average game time per quarter is over 270 sec- 
onds, first try changing the game difficulty to a harder 
setting. If the average game time per quarter is still 
over 270 seconds after a few weeks, try an even hard- 
er setting. 
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After changing the game difficulty settings, you should 
reset the game statistics and the histograms. The game 
statistics and histograms can be cleared in the self-test 
by holding the start button and pressing any left 
button. 

Game Play 

This section describes the features and play of the Re- 
lief Pitcher™ game. 

Introduction 

Relief Pitcher is timed with the opening of the 1992 
baseball season. The famous sports announcer Jack 
Buck calls all the play-by-play, as players control the 
action from the best seat in the house — right behind 
home plate. 

Game Play 

Relief Pitcher is a one- or two-player simultaneous 
baseball game kit for upright cabinets. Controls in this 
game include a start button, two joysticks, and two 
special “cluster” buttons to give players ultimate con- 
trol and secrecy for strategy. 

Relief Pitcher has four ways to play; 

• One-player in a 24-game season with a Stars and 
Playoff game 


• One-player in a 9-inning game vs. the computer 

• Two-player in a 7-game series 

• Two-player in a 9-inning game 

Four different teams with a variety of strengths and 
weaknesses create incredible battles of strategy. Opera- 
tors can even select which cities players can choose 
from. This way players anywhere in the country can 
relive regional rivalries. 

Players start with a minimum salary; they earn bonus 
dollars along the way for outstanding play. A new level 
of control gives players the ability to throw the widest 
variety of pitches in a coin-operated game. In addition 
to a traditional fast ball and curve ball, players can se- 
lect a sinker, knuckle ball, screwball, or rising fast ball 
as their special pitch. Players also can mix up speed 
by throwing hard or off-speed pitches. 

Players in the field can run and throw to all bases, hit 
the cutoff man, and even run down overly aggressive 
base runners. Batters can direct the ball by aiming the 
joystick towards left, center, or right field. Players de- 
termine if they want to bunt, swing, or “go for it” with 
a power swing. Base runners can even steal, stretch 
doubles into triples, and go for the “suicide squeeze.” 

For added game play and visual variety, the game has 
four different ball parks and one special Stars park. It’s 
like you’re at the ball park as the home fans boo the 
visitors and cheer on their heroes. 
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Q.® Figure 1-3 Hole-Cutting Template for Relief 
ATARI Pitcher™ Kit Control Panel (Left Side) 





CHAPTER 2 



Introduction 


U se the Relief 
Pitcher” self-test 
to check the con- 
dition of the game circuitry 
and controls. You will see 
the self-test information on the video display 
and hear the sound test information through 
the speakers. You do not need any additional 
equipment to perform the self-test. & You 
should perform the self-test when you first 


set up the game, each time 
you collect the money, or 
when you suspect game 
failure. $ This chapter 
shows the screens in the 
self-test and explains each of the tests. The 
screens and explanations are arranged in the 
order they appear in the self-test. Table 2-1 
lists all of the self-test screens and their 



purposes. 
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Entering and Exiting 
the Self-Test 

To enter the self-test, turn on the self-test switch on 
the bracket located inside the coin door (if you wired 
your kit that way). The Relief Pitcher Game PCB also 
has a self-test switch on it, near the edge connector. 
These two switches are wired in parallel, meaning that 
you can use either one independently Exit the self-test 
by switching off any of the self- test switches. 

Self-Test Menu 

Choose which test or screen you want to see from this 
menu, shown in Figure 2-1. Move up and down the 
list by pressing the left and right triggers; the corre- 
sponding test is highlighted in yellow. Choose the test 
by pressing the START button. 

Adjust Volume 

Adjust the volume of the game using this screen, 
shown in Figure 2-2. Control the volume by moving 
the joystick right or left; the volume number increases 
or decreases. To restore the old volume level, push the 


SELECT TEST 


ADJUST VOLUME 


T M ■ rt; i V 

GAME OPTIONS 
REGIONAL SETTINGS 
CARD DISPENSER OPTIONS 
COIN OPTIONS 

SOUND BOARD TEST 

CONTROLS TEST 

RAM TESTS 
ROM TEST 

ALPHANUMERIC TEST 
MOTION OBJECT TESTS 
PLAYFIELD TESTS 



Figure 2-1 Self-Test Menu Screen 

right red button. Save the new volume and return to 
the self-test menu by pressing any left button. 


1 Screen 

Use or Purpose | 

Adjust Volume 

Adjusts the volume. 

Statistics 

Displays the game statistics. 

Game Options 

Use to set and check the game options settings. 

Regional Settings 

Use to set and check the city setting for each of the four teams. 

Card Dispenser Options 

Use to set the maximum number of cards per credit and how many bonus cards are 
dispensed after 9 innings. 

Coin Options 

Use to set and check the coin options settings. 

Sound Board Test 

Use to check the audio circuits. 

Controls Test 

Use to display the functioning of the game switches. 

ROM Test 

Use to check the program ROMs. 

Alphanumeric Test 

Use to test for clarity of characters. 

Motion Object Tests 

Use to test the movement and color of game objects. 

Playfield Tests 

Scrolling Test 

Stamp Test 

Use to check the playfield displays. 

Use to check the two video RAM chips. 

Use to check all the playfield stamps. 

Monitor Tests 

Color Test 

Purity Test 

Convergence Test 

Use to check the video display color circuits. 

Use to check red, green, blue, white, and grey purity. 

Use to check and adjust display convergence. 


Table 2- 1 Summary of All Self-Test Screens 
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A 


ADJUST VOLUME 


VOLUME m 3 

mmm 

mmm 

mmm 


Move Joystick 
to ADJUST volume 

Press RIGHT RED Button 
to RESTORE old setting 

Press Any LEFT Button 
to SAVE setting and exit 


Figure 2-2 Adjust Volume Screen 


r 


STATISTICS 

Left Coins 

1533 

Right Coins 

1838 

Aux Coins 

0 

Idle Mins 

9433 750 12:30 

1 Player Mins 

3872 0:00 

2 Player Mins 

42 0:00 

Wasted Mins 

15964 0:00 

1 Player 9 inn 

9487 

1 Player season 

3112 

2 Player 9 inn 

9487 

2 Player series 

9487 

chose BASHERS 


chose DUSTERS 


chose SPEEDERS 


chose STROKERS 


timeout PITCH 


timeout COACH 


Error Count 


Total Coins 

3371 

Percentage Plays 


Percentage Setup 


Press Any Left Button j 

for more stats 1 

L 

A 


Figure 2-3 Game Statistics Screen 


Statistics 

Use the information shown on the statistics screen, in 
Figure 2-3, and on the histogram screens to keep track 
of your game use and maximize your profits. Record 
the information on the Relief Pitcher statistics sheets in 
the back of this manual. The statistics are collected 
from the last time the statistics were Cleared. You can 
clear the statistics by holding the start button and 
pressing any left button. 

Error Count shows the number of errors counted in 
the erasable memory If you have an error count, the 
statistics may be wrong. If you consistently have errors 
counted for several weeks, replace the EEROM at 14B 
on the Audio PCB. 


Game Options 

Check and select the game options on this screen, 
shown in Figure 2-4. 

To move through the options, move the joystick up or 
down. Change the option in yellow type. The factory 
default settings are shown in green. To change a set- 
ting, move the joystick left or right. To save the new 
settings, press any left button. This returns you to the 
select test screen. If you want to keep the original set- 
ting, although you have changed it, press the right red 
button. This brings back the original setting. 

The game option settings with factory defaults are ex- 
plained in Table 2-2. 


GAME OPTIONS 

Restore Factory Default? 

Yes 

Auto, fielding/running? 

No-Arcades 

Reset High Score Table? 

No 

Sounds in Attract? 

Yes 

Free inning after victory? 

Yes 

Game Difficulty? 

4 - Hard 

♦♦ MORE ♦♦ 

Press RIGHT RED Button 
to RESTORE old Setting 
Press Any Left Button 
to SAVE setting and exit 


mm- | i 

Figure 2-4 Game Options Screen 

Regional Settings 

Check and select the regional game settings on this 
screen, shown in Figure 2-5. This screen lets yoti as- 
sign a city from the list shown to each of the four Re- 
lief Pitcher teams. 

The list of available cities is displayed in the top half 
of the screen. Follow the directions at the bottom of 
the screen to select the team and the cities. 

Card Dispenser Options 

To increase player appeal, this game is capable of ac- 
cepting an optional baseball card dispenser. This 
screen has two options related to a card dispenser: 
one option sets the maximum number of cards per 
credit, and the other sets how many bonus cards are 
dispensed after nine innings. For more information on 
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Settings 


Restore Factory Default? Yes ✓ 


Auto fielding/running? 


No-Arcades ✓ Yes-Taverns 


Explanation 


Clears high scores and sets opti ons to defaults. 

If yes, the computer will run and throw for the player. 
The “no" setting is suitable for high-skill players. The 
“yes” setting is suitable for low-skill players. 


Reset High Score Table? No 


Sounds in Attract? 


Yes ✓ 


Lets you clear the high score table. 

Lets you choose whether or not to hear the voice of 
announcer Jack Buck in the attract mode. 


Free inning after victory? Yes ✓ 


In a “season” 1 -player game, allows one free inning 
after beating the computer. 


Game Difficulty? 


1 -Easiest 2-Easy 3-Medium ✓ Establishes degree of game difficulty. 
4-Hard 5-Hardest 


Sets the number of innings per credit. 


Innings per credit 1 ✓ 2 3 bets tne numoer oi mi 

✓ Manufacturer's recommended settings. These settings are shown in green on the screen. 

Table 2-2 Game Option Settings 


how to use these settings for maximum earnings, refer 
to the supplement to this manual, CO-376-01. 

Coin Options 

Check and select the coin options on this screen, 
shown in Figure 2-6. 

To move through the options, move the joystick up or 
down. Change the option in yellow type. The factory 
default settings are shown in green. To change a set- 
ting, move the joystick left or right. To save the new 


settings, press any left button. This returns you to the 
select test screen. If you want to keep the original set- 
ting, although you have changed it, press the right red 
button. This brings back the original factory setting. 

The coin option settings and factory defaults are ex- 
plained in Table 2-3- 


REG 

ION AL 

SETUP 

Toronto 

Boston 

Detroit 

Milwaukee 

New York 

Baltimore 

Cleveland 

Minnesota 

Chicago 

Texas 

Oakland 

Seattle 

Kansas City 

California 

Charlotte 

Honolulu 

Las Vegas 

Louisville 

Miami 

Denver 

Phoenix 

Vancouver 

Pittsburgh 

St. Louis 

Philadelphia 

Montreal 

Atlanta 

Los Angeles 

San Diego 

San Francisco 

Cincinnati 

Houston 



BASHERS 

DUSTERS 

SPEEDERS 

STROKERS 


in San Francisco 
in Houston 
in Los Angeles 
In Chicago 


Move stick UP or DOWN to select team 
Move LEFT or RIGHT to select cities 

Press Any Left Button 
to return to menu 


Figure 2-5 Regional Settings Screen 


COIN OPTIONS 


Free Play: 
No 


Discount to continue: 

No 

Game cost: 

1 Coin 1 Credit 

Bonus for quantity buy-in: 
None 

Right Mech Value: 

1 Coin Counts as 1 Coin 

Left Mech Value: 

1 Coin Counts as 1 Coin 


Press RIGHT RED Button 
to RESTORE old Setting 
Press Any LEFT Button 
to SAVE setting and exit 


Figure 2-6 Coin Options Screen 
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| Option 

Settings 

Explanation 1 

Free Play 

No ✓ Yes 

Set this to “Yes” for demonstrating the game. 

Discount to Continue 

No ✓ Yes 

Lets you offer a reduced price per credit when players want 
to continue a game. 

Game Cost 

1 coin 1 credit ✓ 

8 coins 1 credit 

Sets the number of coins required for one credit. 

Bonus for Quantity Buy-in 

None ✓ 

2 coins give 1 (extra coin) 

3 coins give 1 

9 coins give 3 

Lets you choose various levels of bonus coins or no bonus. 

Right Mech Value 

1 coin counts as 1 coin ✓ 

1 coin count as 8 coins 

Is the number of coins each coin counts as in the 
right coin mechanism. 

Left Mech Value 

1 coin counts as 1 coin ✓ 

1 coin count as 8 coins 

Is the number of coins each coin counts as in the 
left coin mechanism. 


✓ Manufacturer’s recommended settings. These settings are shown in green on the screen. 


Table 2-3 Coin Option Settings 


Sound Board Test 


The sound test indicates the condition of the sound ef- 
fects circuit on the game PCB. The sound test screen 
appears in Figure 2-7. 

Move the joystick left, right, up, or down to select the 
sound, and press the start button to listen to it. Press- 
ing the right red button stops the sound from playing. 
Press any left button to return to the select test menu. 


SOUND TEST 

012345678 9 

10 11 12 13 14 15 16 17 18 19 

20 21 22 23 24 25 26 27 28 29 

30 31 32 33 34 35 36 37 38 39 

4Q 41 42 43 44 45 46 47 48 49 

50 51 52 53 54 55 56 57 58 59 

60 61 62 63 64 65 66 67 68 69 

70 71 72 73 74 75 76 77 78 79 

80 81 82 83 84 85 86 87 88 89 

90 91 92 93 94 95 96 97 98 99 

100 101 102 103 104 105 106 107 108 109 

110 111 112 113 114 115 116 117 118 119 

120 121 122 123 124 125 126 127 128 129 

SOUND #40 328 

Press START Button to START sound 
Use joystick to SELECT Sound 


Press Any Left Button 
to return to menu 


Controls Test 

The controls test allows you to display the status of the 
game switches and controls. The switch test screen ap- 
pears in Figure 2-8. The items tested are: 

• Joystick left, right, up, and down movement 

• All three switches in each “cluster” button 

• Start switch 

• Left and right coin switches 


r 

Start Button 

CONTROLS TEST 

Press buttons and move joysticks 

Start Button 

1 

Yellow Button 

Yellow Button 


Red Button 

Red Button 


Green Button 

Green Button 


Right 

Right 


Left 

Left 


Down 

Down 


Up 

Up 



L COIN 

R COIN 

SERVICE 

Press Left button and Start 
to return to menu 

J 


Figure 2-7 Sound Test Screen 


Figure 2-8 Controls Test Screen 
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• The auxiliary coin switch, if you installed one 

As you activate each switch or control, make sure the 
correct words are highlighted in yellow on the screen. 
To return to the select test menu, simultaneously press 
any left button and the start button. 

RAM Tests 

Use this selection screen (shown in Figure 2-9) to 
choose which RAM test you want to perform. Use the 
different tests according to Table 2-4. If you have seri- 
ous RAM problems, you may see only a colored 
screen. 

Press the start button (and hold it, if the test is loop- 
ing) to leave the individual RAM test and return to the 
Select RAM Test screen. Press the start button once 
more to return to the select test screen. 

ROM Test 

The ROM test (see Figure 2-10) checks the read-only 
memory. If the test passes, you will see the location 
and checksum of each ROM and the message All 
ROMS are OK. If a ROM is bad, the location of the bad 


RAM TESTS 

Choose then press Start 
Video RAM (looping) 
Color RAM (looping) 
Working RAM (looping) 
All RAM (re-start) 
Exit RAM tests 


ROM TEST I 

os 56C0 3947 


OS: 4 ,ft PR 1 992. 12:45:2! 
MAIN: 4 APR'! 992 12:49:45 

Press Any Left Button 
I to check next ROM 

L 


Figure 2-10 ROM Test Screen 

ROM is displayed. You need to replace that ROM. 
Note: The OS (operating system) and program dates 
and times displayed in your game will be different 
from those shown in Figure 2-10.) Press any left button 
to return to the select test screen. 

Alphanumeric Test 

The alphanumeric test screen lets you see the clarity of 
the characters. Figure 2-11 shows the first part of the 
alphanumeric test screen. 

The screen displays all of the alphanumeric characters. 
If the characters are not clear, you have a problem. To 
scroll through the screen, move the joystick up or 
down. Press any left button to return to the select test 
screen. 



Figure 2-9 RAM Tests Sub-Menu 


Problem Type of Test RAMs Tested 


Playfield is erratic Video RAM 
or looks wrong, 
motion objects are 
not working proper- 
ly or game play is 
erratic or game is 
locked up. 

Colors look wrong. Color RAM 

Table 2-4 When to Run the RAM Tests 


7K, 9K 


3E, 6E 


ALPHANUMER I C TEST 

0t*a43e?®tA#C£>EF 

00 

01 + * A»COEr«HIJKL 

o» * » * ■ 5 * * * * *■ ’ < * * + 1 

II . > f tMt i C D E POHI 3 K l 

i*HNOPaft»TUVWXYZ % 

»f *, * + A « b « d h 1 J * * 

§• m«o p**r • ♦ y v m n ¥ * S * 

it r I 



Figure 2-11 Alpha Test Screen 
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Motion Object Tests 

The motion object test screen, shown in Figure 2-12, 
tests the movement and color of various game objects. 

Select the particular motion object test by pressing the 
start button. The seven tests, in sequence, are as 
follows: 

• Move object position 

• Change picture stamp 

• Change object size 

• Change object palette 

• Toggle horizontal flip 

• Toggle object priority 

• Change object number 

Within each test, use the joystick control to move ob- 
jects, change pictures, and change object size. Simulta- 
neously press the start button and any left button to 
return to the select test screen. 

Playfield Tests 

Use the selection screen to choose which playfield test 
you want to perform — the playfield scrolling test or 
the playfield stamp test. 

Scrolling Test 

This test, shown in Figure 2-13, checks the condition 
of the scrolling playfield Move the joystick left, right, 
up, and down to see the screen move accordingly. 
Press any left button to exit to the playfield test sub- 
menu. 


Stamp Test 

This test checks the condition of the playfield stamp 
circuitry. Move the joystick up and down to see the all 
the stamps displayed on the screen. Press any left but- 
ton to exit to the playfield test sub-menu. 

Monitor Tests 

Use the selection screen to choose which monitor test 
you want to perform — the color, purity, or conver- 
gence test. 

Color Test 

This test indicates the dynamic range of the video dis- 
play color circuit. The color test screen is shown in 



Figure 2-13 Playfield Scrolling Test Screen 



Figure 2-12 Motion Object Test Screen 


Figure 2-14 Color Test Screen 



2-7 



Chapter 2 - Self-Test ❖ Relief Pitcher 


Figure 2-14. It should look as follows: white at the top, 
followed by red, green, and blue. The screen should 
also be black at the left, and pure color at the right. 

Purity Test 

This test indicates the purity of the video display color 
circuit in a series of five screens. Advance to each 
screen by pressing the start button: the software cycles 
through all five screens and then starts over again. The 
screens are as follows: 

1. Solid red 

2. Solid green 

3. Solid blue 

4. Solid white 

5. Solid gray 

If the screens do not match this description, adjust the 
video display as described in the video display man- 
ual. Press any left button to exit. 

Convergence Test 

The convergence test has three screens: first white, 
then violet, and finally green. The white screen is 
shown in Figure 2-15. To see the violet and green 
screens, press the start button. Press any left button to 
exit. 



Figure 2-15 Convergence Test Screen 

Check the following on the screens: 

• The grid lines should be straight within 3 mm, and 
the lines should not pincushion or barrel. 

• The convergence of the lines on the violet and 
white screens should be within 2 mm. 

If the screens do not meet these criteria, adjust the vid- 
eo display as described in the video display manual. 
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Troubleshooting 
and Maintenance 


T his chapter contains 
troubleshooting ta- 
bles and repair pro- 
cedures for your Relief Pitch- 
er 1 " game. The chapter has two parts. The first 
part contains three troubleshooting tables. 
The tables contain general troubleshooting 
information, the voltage levels and test points 


on the printed-circuit boards, 
and a list of ROM-caused 
problems, with specific ROMs 
to check and replace. M The 
last part of the chapter has information about 
connecting the video display (if it requires 
separate positive sync) and repair information 
for the joystick controls. 


Introduction 
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1 Problem 

Suggested Action | 

Coin Mechanism Problem 

1 . Check the wiring to the coin mechanism. 

2. Check the voltage to the + side of the mechanism. 

3. Test the coin mechanisms with the controls test screen in the self-test. 

Game Play Problem 

1 . Check the harness and connectors. 

2. Perform the self-test. 

3. Check the voltage levels on the PCB. See Table 3-2, Voltage Inputs and Test Points. 

4. Check What ROM Problems Look Like, Table 3-3, for specific ROM problems. 

Control Problems 

1 . Check the harnesses and connectors. 

2. Check the switches on the control. 

3. If you took the control apart, have you reassembled it correctly? 

4. Make sure all the parts on the control are in good repair. Repair or replace parts. 
NOTE: The joysticks and three-button switches do not require lubrication. 

Sound Problem 

1 . Is the speaker volume turned up? (Volume is adjusted digitally in the self-test.) 

2. Check the voltage on the JAMMA connector. 

3. Check the wiring from the PCB to the speaker. 

4. Check the voltage level to the PCB. See Table 3-2, Voltage Inputs and Test Points. 

5. Replace the speaker. 

Video Display Problem 

Screen is dark. 

1 . Is the game plugged in? 

2. Is the game turned on? 

3. Are the connections good? 

4. Is the line fuse good? 

5. Is the display brightness turned up? 

6. Are the solder connections on the line filter and transformer good? 

7. Is the JAMMA connector on the PCB tightly connected? 

8. Check all of the items below. If you answer no to any question, you have a problem 
with the video display, not with the game circuitry. See your video display service 
manual. 

a. Do you have power to the video display? 

b. Are the video display’s filaments lit? 

c. Do you have high voltage to the video display? 

9. Are the voltage levels to the video display PCB correct? (Power voltage is 100 VAC 
or 1 10 VAC, depending on the type of video display. Video signal voltage is 0.5 to 

3.5 Volts.) 

10. If the level is not correct, check the connectors and the harness. 

Only a colored screen appears. 

You probably have a serious RAM problem. 

Display area wavers or 
is too small. 

1 . Do you have correct power voltage to the video display PCB? 

2. Do you have correct high voltage to the video display? 

Picture is wavy. 

1 . Is the monitor ground connected to the monitor? 

2. Are the sync inputs connected properly? 

Picture is upside down. 

When you serviced the display, you connected the wires incorrectly. Switch the 
horizontal or vertical yoke wires on the display. 

Convergence, purity 
or color problems. 

Use the screens in the self-test to adjust the video display. Use the adjustment 
procedures in your video display manual. 

Picture is not centered. 

Use the centering procedures in your video display manual. 


Table 3-1 Troubleshooting Table 
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| Voltage Test Point or LED 

Source and Purpose 1 

+5 + 0.25 VDC +5V1 

Logic power from the switching power supply. 

CR5 LED (Game PCB) 

Lights when 5 V is applied to the PCB and the reset (RST) jumper is open. 

CR4 (Audio PCB) 

Lights when the +12 V supply is good. 

CR3 (Audio PCB) 

Lights when the -5 V supply is good. 


Table 3-2 Voltage Inputs and Test Points on the PCBs 


| Problem 

ROM Causing the Problem 

Check the ROM at: 

Program works, but motion objects or 
playfield is wrong. 

Graphics ROMs 

14S, 18S (Game PCB) 

4D, 8D, 10D (Audio PCB) 

Garbage on screen; program doesn’t work. 

Processor 

13F (Game PCB) 

Game program is erratic. 

Program ROMs 

17E, 17J, 19E, 19J (Game PCB) 

No sound or erratic sound. 

ADPCM ROMs 

9B, 1 0B, 12B (Audio PCB) 


Table 3-3 What ROM Problems Look Like 


Removing and Replacing the 
Joystick Control 

The joystick control is shown in Figure 4-2. If you 
have trouble with the joystick, make sure you have as- 
sembled it properly Refer to the instructions included 
with the joystick or see Figure 4-2. 

If you need to repair the joystick, first remove it from 
the control panel. Disassemble it by removing the re- 
taining ring at the bottom of the shaft. To replace any 
of the four switches, remove the two screws that se- 
cure each switch. 

ROMs and RAMs 

If you have think you have bad ROMs or RAMs, per- 
form the ROM or RAM test in the self-test procedure. If 
you have a ROM problem, see Table 3-3. For the loca- 
tion of all the ROMs and RAMs on the game PCB, see 
Figure 4-4. 


Video Display Sync Problems 

This game board provides separate positive horizontal 
and vertical sync on a separate connector, for monitors 
that will not work with the composite negative sync 
signal provided at the JAMMA edge connector. 

This connector (labeled “Sync”) is located near the 
edge connector. Pin 1 is horizontal sync, Pin 2 is verti- 
cal sync, and Pin 3 is ground. 

Troubleshooting 

The tables in this chapter (3-1 , 3-2, and 3-3) can help 
you troubleshoot problems in your game. The trou- 
bleshooting table lists possible sources of problems in 
various parts of the game. The voltage inputs and test 
points can help you troubleshoot PGB problems. The 
ROM problems table can help determine exactly which 
ROM might be causing game play problems. 
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CHAPTER 4 


Parts Illustrations 


Introduction 


T his chapter pro- 
vides information 
you need to order 
replacement parts for your 
kit. Common hardware 
parts, such as screws, nuts, washers, and so 
on, are included in these parts illustrations. 
❖ When you order parts, give the part num- 
ber, part name, the number of this manual, 


and the serial number of 
your game. With this infor- 
mation, we can fill your 
order rapidly and correctly. 
We hope this will create 
less downtime and more profit from your 
games. Atari Games Customer Service phone 
numbers are listed on the inside front cover 
of this manual. 







049965-01 

Bezel W/ 
Graphics 
178056-002 

1/2" W. x 1/16" T. 
Foam Tape 
(2 pieces, 

2° long) 


Parts of Relief Pitcher Universal Kit 

A04960-01 A 


Figure 4- 1 


049967-01 

Control Panel Label 


047205-01 

Attraction Shield 


049963-01 

Attraction Film 


^ 178237-004 

White Button 
Assy. 

160044-001 

Snap-Action 
Switch 
178283-011 
START Indicator Plate 


171099-001 

8-Position Gold- 
Contact Joystick Assy. 

(2 places) 
75-51 12B 
#10 Carriage Bolt 
(8 places) . 
175014-1040 
#10 Flat Washer 
(8 places) 
177010-240 
#10-24 Lock/Nut 
(8 places) 


171104-001 

Gold Contact 
Pushbtn. Switch Assy. ' 
(2 places) 


049962-01 

Side Panel Decal 
(2 Places) 


A050247-01 

Board Set Assy., 
consisting of: 
A049727-03 
Relief Pitcher 
Game PCB Assy. 
A0501 35-01 
Relief Pitcher Audio 
EPROM Assy. 
A050279-01 
60-Circuit PCB 
Ribbon Assy. 
034536-12 
Foam Vibration 
Damper 
178265-001 
L-Style Nylon 
Standoff 
(4 Places ) 
72-6608S 
#6 x 1/2" Pan- 
Hd. Screw 
(4 Places) 


75-51 12B 

#10 Carriage Bolt 
(4 places) 
175014-1040 
*10 Flat Washer - 
(4 places) 
177010-240 
#10-24 Lock/Nut ^ 
(4 places) T 


049964-01 

Control Panel 
Decal 

047209-01 " 

Control Panel 
Cover 
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049967-01 

Control Panel Label 


171099-001 

8-Position Gold- | 
Contact Joystick Assy. 

(2 places) 
75-51 12B 
#10 Carriage Bolt 
(8 places) 
175014-1040 
#1 0 Flat Washer 
(8 places) 
177010-240 
#10-24 Lock/Nut 
(8 places) | 


047209-01 

Control Panel Cover 


050294-01 

Control Panel 
049964-01 
Control Panel Decal 



171104-001 

Gold Contact 
PB Switch Assy. 
(2 places) 


Control panel in closed position 


Figure 4-2 Control Panel Parts 
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Relief Pitcher 


99-215030 

Black Knob and Shaft 


99-215011 

#8 x .75 Screw 
(4 places ) 



99-215031 

Pivot Cylinder 


99-215018 

Spring 1 " Diameter 






99-215036 

Microswitch Actuator 


99-215015 

E-Ring 



99-215032 

Washer 



99-215033 

Hub 


99-215035 

Z-Stop 


99-215034 

Bracket 


160044-001 

.187 Microswitch 

99-215010 

#4 x .75 Screw 
(8 places) 


99-215031 

Pivot Cylinder 


Figure 4-3 8-position, Gold-contact Joystick Assembly 

171099-001 
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Figure 4-4 Relief Pitcher Game PCB Assembly 

A049726-XX H 
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Figure 4-5 Relief Pitcher Audio PCB Assembly 

A050134-XX B 
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CHAPTER 5 


Schematic 

Diagrams 


Introduction 



his chapter contains partial 
schematic diagrams for the 



Relief Pitcher™ game PCB and the 


Audio PCB. The game PCB and Audio 
PCB assembly drawings are illustrated 


in Chapter 4, Parts Illustrations. 
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Figure 5-1 Relief Pitcher Game PCB Assembly Schematic Diagram 

049726-01 H 
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Figure 5-1 Relief Pitcher Game PCB Assembly Schematic Diagram 
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Figure 5-2 Relief Pitcher Audio PCB Assembly Schematic Diagram 

A050134-XX B 
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Figure 5-2 Relief Pitcher Audio PCB Assembly Schematic Diagram 

A050134-XX B 
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Usinc a Baseball Card Dispenser with Kit Games 


Supplement to the Relief Pitcher ™ Kit Installation Instructions (TM-3 76) 


HIS SUPPLEMENT PROVIDES INFORMATION for 
using an optional baseball cird dispenser in your 
Relief Pitcher game. It also provides several correc- 
tions to the Relief Pitcher Kit Installation Instructions. 

If you need technical assistance, call your distributor or 

Atari Games Customer Service at the following location: 

Atari Games Corporation 

737 Sycamore Drive 

Milpitas, CA 95035 

Telephone: (408) 434-3950 

Monday-Friday, 7:30 a.m.-4:00 p.m. Pacific time. 

* 

Card Dispenser Options 

To increase player appeal, this game is capable of accept- 
ing an optional baseball card dispenser. The Card Dis- 
penser screen in the self-test (see Figure 1) allows you to 
adjust how many cards are dispensed and when. This 
screen has three options related to a card dispenser, as 
described below. 


Maximum Number of Cards per Credit 

This option ranges from no cards (the factory default) per 
credit to 7 cards per credit. Note that the number of cards 
is doubled for two-player games. 

Bonus Cards after 9 Innings 

This option ranges from no bonus cards (the factory de- 
fault) to 3 cards after 9 innings. Note that the number of 
cards dispensed is doubled in two-player games. 

Frequency of Award 

This option has four settings — automatic, easy, medium 
(the factory default), and hard. 

• The AUTOMATIC setting dispenses with every coin 
drop as many cards as you have set for the first op- 
tion (max cards per credit). This setting essentially 
makes the game act like a vending machine. 






Card Dispenser Supplement for Kits ❖ Rf.lief Pitcher 


CARD DISPENSER 

Max Cards Per Credit: 

1 Card 

Bonus Cards after 9 Innings: 

1 after 9 innings 

Frequency of Award 

MED: every run scored or win 


Press START to vend ONE CARD 
Press RIGHT RED Button 
to RESTORE old Setting 
Press Any Left Button 
to SAVE setting and exit 


Figure 1 Card Dispenser Options Screen 

• The EASY setting dispenses one card with every run, 
win, or strikeout. 

• The MED setting dispenses one card with every run 
scored or every win (the factory default). 


• The HARD setting dispenses one card with every 
home run. 

Installing a Baseball Card 
Dispenser 

Contact your distributor to purchase a baseball card dis- 
penser. Using any secure connection method, connect 
JPL4 pin 3 (CCNTR-R on the Game PCB) to the ENABLE 
signal from the dispenser. Note: The NOTCH signal from 
the dispenser is not used and can be left unconnected. 

Connect the power and ground wires from the dispenser 
to the power supply, using the dispenser manufacturer’s 
instructions. 

Corrected Game Option 
Setdngs 

The Table 2-2 printed in the Relief Pitcher Kit Installation 
Instructions is incorrect, due to revised software. A cor- 
rected Table 2-2 is printed below. 


1 Option 

Settings 

Explanation 

Restore Factory Default? Yes ✓ No 

Sets the options to the factory-recommended defaults. 

Auto fielding/running? 

No-Arcades ✓ Yes-Taverns 

* 

If "yes”, the computer will run and throw for players. 
Players can only bat and pitch in this mode. The "no" 
setting is suitable for players who want a high degree 
of control. 

Reset High Score Table? 

This setting is not available, contrary to what was shown in the Kit Installation Instructions. 

Sounds in Attract? 

Yes ✓ No 

Lets you choose whether or not to hear the voice of 
announcer Jack Buck in the attract mode. 

Free inning after victory? 

Yes No ✓ 

In a “season” 1-player game, allows one free inning 
after beating the computer. For added incentive, set 
this option to “Yes” (this will increase game times, 
though). 

Game Difficulty? 

1 -Easiest 2-Easy 3-Medium ✓ 
4-Hard * 5-Hardest 

Establishes degree of game difficulty. 

Innings per credit 

1 ✓ 2 3 

Sets the number of innings per credit. 

End when behind by 10 runs Yes ✓ No 

Implements the “10-run rule”: if a player is ahead or 
behind by 10 runs, setting this option to “Yes” ends the 
game. (This holds down excessively long game times.) 


✓ Manufacturer’s recommended settings. These settings are shown in green on the screen. 


Table 2-2 Game Option Settings (Revised) 
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